Select From Our Full Line of 
Monsters and Monster Accessories 




12 Different Monster Stocks, 20 
Enhancements. All our monster stocks 
are upgradable so they can grow with 
your budget and your ambitions. And 
you may select among 11 different 
enhancements for each basic stock- 
hands, tentacles, fangs, fiery breath, 
resistance to specific attacks— a total 
of 20 in all. Custom order your monster 
to match your own special tastes and 
style, then show it and use it with pride 
and confidence. 



15 Weapons, 6 Defenses, 9 Additional 
Choices. Nothing complements a good 
choice of basic traits and extras like 
a trip to our weapons department. Each 
selection is state-of-the-art, from the 
U.S. Marine issue grenades to this year's 
breakthrough innovations in lasers and 
psionic amplifiers. And every item in 
the catalog carries the full Mail Order 
Monsters guarantee against battlefield 
breakdowns. 




8 Exotic Battlefields. Test your monster's 
mettle against an elite corps trained 
and maintained by computer or against 
the monsters of other proud owners like 
yourself. We handle transportation and 
cleanup, and see that the winner is 
rewarded with psychons for its owner, 
comfortable quarters in our spacious 
corrals and the right to make another 
trip to the weapons shop or the enhance- 
ment vats. 




Electronic arts 



About Our Company: We're an association of electronic artists who share a common goal. We want to fulfill the potential of personal 
computing. That's a tall order. But with enough imagination and enthusiasm we think there's a good chance for success. Our products, like this 
program, are evidence of our intent. If you'd like to get involved, please write us at: Electronic Arts, 2755 Campus Drive, San Mateo, CA 94403. 

Electronic Arts provides a ninety day warranty on the recording media. See limited warranty statement enclosed. This warranty does not apply to the software programs themselves, which are provided AS IS. 








In Mail Order Monsters , you and your friends create your own Mail ORder Psychon Heroes (morphs) 
and engage in varied battles. 



GETTING STARTED 



ATARI 

To Start Remove all cartridges from the computer. 

Turn on the disk drive, insert the Monsters 
disk, and turn on your computer. 

(Atari XE or XL users, hold down the 
OPTION key as you turn on the computer, 
and release it when the Electronic Arts 
logo appears.) 



COMMODORE 64 

Turn on the disk drive and the computer; 
insert the Monsters disk. Type LOAD 
"EA",8,1 and press RETURN. 

Wait until the program loads. 

If you have problems, type 

LOAD "SLOWER EA",8,1 instead. 



To Run Insert Monsters disk with label side down 

Demo Demo starts automatically. 



Press f3 on first screen to select Demo 
Mode; then f7 to start. To exit demo, 
press the RUN/STOP key. 



Joystick Use joystick port 1 for player 1 and 
Control joystick port 2 for player 2. 



Use joystick port 1 for player 1 and 
joystick port 2 for player 2. 



When you start, the Options Screen asks you for the number of players (you can choose 1 Player or 2 
Player) and the level of combat (you can pick Beginner, Intermediate, or Tournament). Press 
the keys shown below until your choices are displayed on the screen. Then press the key to begin game. 





ATARI 


COMMODORE 


To Select: 






# of Players 


Press OPTION. 


Press f3. 


Combat Level 


Press SELECT. 


Press f5. 


To Begin Game: 


Press START. 


Press f7. 



To learn combat techniques best, first play the Beginner Game as explained in this guide. Next play the 
Intermediate Game; then you're ready for a Tournament . 
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THREE LEVELS OF COMBAT 



THE BEGINNER GAME 

The 12 morphs differ in their basic traits (such as their speed) and in their weapons and xtras (such as a 
sting or an anti-chemical defense). To select a morph, use your joystick to move the highlight to the 
morph you want (for example, the Lyonbear), and press the joystick button. This produces a screen 
that lists the traits, xtras, weapons, sundries, and supplies your morph has. (In the Intermediate and 
Tournament games, you can upgrade your morph. Here, you cannot.) We see that your Lyonbear has 
weak armor (rated 2 out of a possible 12), a weapon called Boorang and, for xtras, Claws, Hands, and 
Fangs. (These "hand-to-hand" combat tools are referred to in battle as Beastfu.) 

At the top of the screen, type a name for your morph and press RETURN. At the next screen, press the 
button as prompted; then you'll see a big map of the battlefield with two players. Player 1's morph is 
always yellow. Player 2's (or the computer’s) is always red. Player 1's status window is on the upper left, 
and Player 2's on the upper right. If you chose Lyonbear, the status window tells you that your current 
weapon is Beastfu and that your Life force is 130. (When your Life force is reduced to 0, you are dead.) 
When your morph and your opponent meet on the big map, the display zooms in; and close combat begins. 

FIGHTING To attack your opponent, move the joystick and press the button. Your weapon name turns 
red in the status window. Retreat for a few seconds until your weapon is reloaded and the weapon name 
turns green. Then attack again. Keep attacking and retreating until your opponent is defeated. 

Watch out for other enemies on the battlefield. For example, if you fall into one of the urban ruins or are 
attacked by a wandering beast, you must face an Urban Defender tank or a Wandroid that is under the 
control of your opponent. Similarly, if your opponent encounters one of these enemies, you get to control 
that tank or beast. Try to lure your opponent into Urban Defender areas and wear him down at no risk to 
your own morph’s hide. The winner is the last living morph or the first morph to defeat five opponents 
(including Urban Defenders and Wandroids). After each contest, you can repeat the battle (and if you're 
playing against the computer, ask for a different opponent.) If you choose not to repeat the battle, you 
return to the Options Screen. 

CHANGING METHOD OF ATTACK AND OTHER OPTIONS You can also use your morph s other 
methods of attack and change some of the other options. Practice this while you're on the big 
map — before your opponent is upon you. 

1 .To bring up a different status window, press the button twice without moving the joystick. 

2. To change your method of attack, press the button to select Attack (which is highlighted). This 
displays a list of all your morph’s attack methods (for Lyonbear, we see Boorang and Beastfu.) 

3. Move the highlight to the method you want (for example, Boorang) and press the button to select it. 
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Here's what the other options on the screen do: 

Map returns you to the battlefield without changing anything. 

Device gives you a report on how much you have left in Rounds, Energy, and Food; also lists the devices 
that you can choose in the Intermediate and Tournament games (such as the Medikit for healing). 

Defense Off turns off your means of defense, if you're carrying one. Defenses use energy, so if your 
energy supply is low and your only remaining means of attack also requires energy, you might want to turn 
off your defense and concentrate on attacking. 

Special - See Tournament Game below. 



THE INTERMEDIATE GAME 

The Intermediate game give you more room for creativity than the Beginner Game. With 500 psychons to 
spend, you can select a morph, upgrade its traits, and buy xtras, weapons, and sundries. Then you can 
choose a contest and battle terrain. 

First type your owner name and press RETURN. You immediately go to Morph Meadow. 

OUTFITTING YOUR MORPH 

1. To select a morph, upgrade its traits, and select xtras, walk to The Vats using your joystick. 

Then make your selections as described in Traits and Xtras below. 

2. Take your morph to the Weapons Shop to buy weapons and sundries (see Weapons and 
Sundries below). When you're finished, select Meadows. 

3. Take your morph to the Transmat booth for transmission to a battlefield. 

CHOOSING THE CONTEST AND TERRAIN After considering his morph's capabilities, Player 1 
chooses the battlefield terrain. (If you're playing the computer, the computer picks the terrain.) Then 
Player 2 chooses one of these contests: 

DESTRUCTION: This is the same game offered at the Beginner level. Your morph fights the opposing 
morph until one defeats the other or kills 5 opponents (including Wandroids and Urban Defenders). 

FLAG COLLECTION: You must collect the eight flags on the big map — in order. To find out the number 
assigned to a flag, run into and back out of a flag area, avoiding or killing the guard (who is under your 
opponent's control). After finding flag 1, start looking for flag 2, and so on. You win by collecting all eight 
flags or by killing your opponent's morph. 

THE HORDE: Invaders under computer control start at the top of the screen and move downward. You 
and your fellow player — human or computer — cooperate to keep the hordlings from reaching the bottom. 
The winner is whoever destroys the most hordlings. If hordlings make it all the way, you both lose. 
(Missiles and bombs can not be used against hordlings.) 
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THE TOURNAMENT GAME 

The Tournament Game is similar to the Intermediate Game, but with these differences: 

• You get only 250 psychons to start. You earn victory points plus additional psychons by winning 
contests. Psychons buy weapons and new morphs. Victory points buy higher-powered traits and 
xtras. 

• The results of each contest are saved on an owner disk. If you need to initialize an owner disk, you 
get the chance to do so after selecting the Tournament Game. First, obtain a blank disk or one 
containing information you no longer need. Follow the prompts to initialize your disk. 

• Enter the Corral to stable (Pen) your morph or to Get a morph you've put there previously. You 
can also Zap a wounded morph (to retire it from the game). 

• In addition to terrain and contest, each player chooses a contest rule. Select a rule that hampers 
your opponent's morph and aids your own — for example, "no chemical attacks" if the enemy is 
carrying a Gas Gun. To use your turn to cancel the rule selected by your opponent, select the 
same rule again. 

• You also indicate how many battles your morph must win to win the entire contest. (NOTE: If you 
hold down the S key (for Super) at the same time you pick the number of battles, you invoke a 
special rule: the battles must be won consecutively. If you win a Super contest, you receive 3 
victory points for each battle you won, plus the bonus.) 

• Winners earn points as follows: The first battle in a set is worth 125 psychons. Each additional 
battle in that set is worth 25 psychons. The winner also earns 2 victory points for each battle in 

the set, plus a bonus of 0 to 3 points. Contest losers receive 1 victory point for each battle won. 

• To check your winnings after a battle, go to the Weapons Shop and ask for a summary. If a morph 
is wounded, lead it to the Vats and spend your victory points to upgrade Traits and Xtras. 

• To pause, surrender, or quit while you're in battle, press the joystick button twice, select Special, 
and choose one of the options. To stop briefly and then resume your game, select Pause. If 
you're losing and your opponent didn't select "no surrender" as a rule, you can select Surrender. 
Your morph loses the contest, but it doesn't lose all its Life force. If "no surrender" is in effect, you 
can select Quit and press your button before the countdown ends in your status window. If your 
opponent also quits before the countdown ends in his status window, you return to the Options 
Screen and no record is kept of that battle. 

HOW TO UPGRADE YOUR MORPH 

In the Intermediate and Tournament Games, you can go into The Vats and upgrade your morph's Traits 
and Xtras — for a price. For example, you might want to improve the strength of your Armor (a Trait) and 
buy a Sting (an Xtra) to improve your attack. 

TRAITS Your morph's traits include Armor, Muscle (for fighting and carrying equipment), Speed, 
Mind (speed in reloading after firing), and Life (the amount of life force). The maximum rating for each of 
the first four traits is 12. The maximum for Life is as high as 250. On any one turn, you can only add a 
total of 3 to the first four traits and 30 to Life. 
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XTRAS You can choose these xtras for your morph: 

• Means of movement: Burrow enables morphs to move at normal speeds through mountains, and 
Gills through water. Teleport gives you normal speed in all terrain. 

• Means of atttack: Spit and Sting (projectile attacks), Web (a chemical attack that temporarily 
freezes the opponent) and Psi-blast (which robs your opponent of his mind force) are all effective 
at a distance. Breath (chemical), Electouch (energy), and Claws and Fangs (Beastfu aids) 
must be delivered at close range. 

• Defenses: Anti-thump protects against physical attacks, Anti-E against energy attacks, Anti- 
chem against chemical attacks, Anti-proj against projectile attacks, and Anti-psi against mind 
attacks. 

• Natural aids. Hands or Tentacles enable you to operate certain weapons. Healing slowly 
regenerates life force. Photosyn guarantees a small, steady supply of energy and requires an E- 
Pak. 



COST OF TRAITS AND XTRAS 





Psychon 


Victory 




Psychon 


Victory 


Tralt/Xtra 


Cost 


Point Cost 


Trait/Xtra 


Cost 


Point Cos 


Armor 


20 


4 


Fangs 


40 


4 


Muscle 


15 


3 


Gills 


75 


8 


Speed 


40 


8 


Burrow 


65 


7 


Mind 


25 


5 


Teleport 


200 


20 


Life 


3 


1 


Anti-E 


175 


18 








Anti-chem 


125 


13 


Sting 


80 


8 


Anti-proj 


100 


10 


Spit 


75 


8 


Antithump 


80 


8 


Breath 


100 


10 


Anti-psi 


250 


25 


Electouch 


120 


12 


Healing 


170 


17 


Psi-Blast 


150 


15 


Photosyn 


130 


13 


Web 


65 


7 


Hands 


25 


3 


Claws 


25 


3 


Tentacles 


40 


4 
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WEAPONS 



In the Intermediate and Tournament games, you can go to the Weapons Shop and buy Weapons and 
Sundries (see below). To buy weapons, highlight Weapons at the top of the screen and press the 
button. Then highlight a weapon you want and press the button again. Select Exit when you're finished 
buying weapons. 

•Projectiles: The Autorifle, Boorang (a boomerang), and Needier. 

•Energy weapons: The E-Mace*, E-Stealer, Lasplstol, and Multllas. These all require an E -Pak. 
The E-Stealer sucks energy from your opponent's E-pak and brings it into yours. 

•Chemical weapons: Flamer*, Gas Gun, and Grenade. 

•Psionic weapons: The Grav-Gun* and Mlndslnk. These reduce your opponent's mind power and 
reloading speed. 

•Physical weapons: The Missile and Bomb (for attacking from a distance on the big map) and Sword.* 
(* These weapons must be used at close range.) 

SUNDRIES 

To buy food, ammo, and other supplies, go to the Weapons Shop and select Sundries at the top of 
the screen. Then highlight the item you want and press the button. Select Exit when you're finished. 

•Food and Star Java. 

•Weapons support: Energy and an E-Pak are needed for energy weapons. Buy Rounds of 
ammunition for other weapons. 

•Defenses: Magnlmail, Pslhelm, Neutrllzr, Forcfleld, Reflecto, and Ultron provide defense 
against various kinds of attacks (projectiles, chemical, energy weapons, and so on.) 

•Devices: The Jet-Pack enables you to fly, and the Aqualung to swim. The Memoryrna speeds up 
your mind, and the Medl-Kit helps restore life force. 



CREDITS 

Software © 1984 Paul Reiche III, Evan Robinson, Nicky Robinson. 

The artists would like to thank the following people: Anne Westfall, Robert Leyland, Jon Freeman, Mathias 
Genser, and Erol Otus. 
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LIMITED WARRANTY 

Electronic Arts warrants to the original purchaser of this computer software product that the recording 
medium on which the software programs are recorded will be free from defects in materials and workmanship 
for ninety days from the date of purchase. Defective media returned by the purchaser during that ninety day 
period will be replaced without charge, provided that the returned media have not been subjected to misuse, 
damage or excessive wear. 

Following the initial ninety day warranty period, defective media will be replaced for a replacement fee of 
$7.50. Defective media should be returned to: Electronic Arts, 390 Swift Avenue, South San Francisco, CA 
94080. Enclose it in protective packaging, accompanied by (1) proof of purchase, (2) a brief statement 
describing the defect, (3) a $7.50 check (if beyond the initial ninety day warranty period), and (4) your return 
address 



WHAT IS NOT COVERED BY THIS WARRANTY 
THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS 
OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED IN DURATION TO NINETY DAYS FROM THE 
DATE OF PURCHASE. ELECTRONIC ARTS SHALL NOT BE LIABLE FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY. 

Some states do not allow the exclusion or limitation of incidental or consequential damages or limitations on 
how long an implied warranty lasts, so the above limitation or exclusion may not apply to you. This warranty 
gives you specific legal rights, and you may also have other rights which vary from state to state. Address 
all correspondence to Electronic Arts, 1820 Gateway Drive, San Mateo, CA 94404. Or call us at (415) 
572-ARTS. 



NOTICE 

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED 
IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. 

THIS MANUAL IS COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS MANUAL MAY BE 
COPIED, REPRODUCED, TRANSLATED OR REDUCED TO ANY ELECTRONIC MEDIUM OR MACHINE 
READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC ARTS, 1820 GATEWAY 
DRIVE, SAN MATEO, CALIFORNIA 94404. 

ELECTRONIC ARTS MAKES CERTAIN LIMITED WARRANTIES WITH RESPECT TO THE SOFTWARE AND 
THE THE RECORDING MEDIA. PLEASE SEE THE ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED 
WITH THIS PRODUCT. 

©1984, 1987 ELECTRONIC ARTS 
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Watch for the following Software Classics, available now! 



Archon II: Adept™ 

Best Family Game of the Year — 

Family Computing 

SPA Silver Disk — over 50,000 units sold 
The best-selling sequel to the classic Archon, 
featuring a unique blend of strategy and action, 
plus even more magic than the original! 

Apple II, C64, Atari 



Skyfox™ 

Critic's Choice Award — Family Computing 
Best Flight Simulator — A+ 

CES Software Showcase Award — 

Consumer Electronics Show 
SPA Gold Disk — Over 200,000 units sold 
Fly the unfriendly skies! Only wits and skill — 
and the amazing technology of the Skyfox — 
can save Earth from a vast invasion of tanks and 
planes. Apple II, C64 

Movie Maker™ 

" A masterpiece T — John Anderson, 

Creative Computing 

All the tools you need to create your own 
high-quality animation: hundreds of built-in 
drawings, ten movie tutorials, a sound effects 
collection. ...even three custom greeting-card 
movies by Gahan Wilson, master of the macabre! 
Record your productions on videotape to 
enjoy over and over again. C64, Apple, Atari 



Ultimate Wizard™ 

Best Action Game — Ahoy I 
Best All-Time Games — Games Magazine 
Ten Best Arcade Games — Commodore 
Magazine 

A dazzling combination of action, strategy, and 
magic. If 100 levels of treacherous dungeons 
aren’t enough, use the dungeon construction 
set feature to create more of your own! C64 

Financial Cookbook™ 

Outstanding Original Programming — 
Consumer Electronics Show 
SPA Silver Disk — over 50,000 units sold 
Financial Cookbook provides answers to 32 
common financial problems within seconds. 

An all-time EA favorite! Apple II, C64, Atari, IBM 



Mind Mirror™ 

"Mind Mirror does something genuinely rare — 
it enlightens while it entertains ” — Ahoy I 
" Face the most frightening, formidable, 
unpredictable opponent of all.. .your own 
mind. " — Quantum link 

Part tool, part game, partphilosopher-on-a-disk, 
Mind Mirror is a "thought processor" that opens 
the doors to provocative discussion on career, 
education, psychology, politics, and more. 
Created by famous Harvard psychologist 
Timothy Leary. Turn on, tune in, boot up! 

Apple II, C64, IBM 
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MAIL ORDER MONSTERS' 

By Paul Reiche ill, Evan Robinson and Nicky Robinson 



©1986 Paul Reiche III, Evan Robinson 

and Nicky Robinson 

Atari Version by Henry Bolley 




Electronic arts 



Atari Home Computers, 48 K 
1 or 2 Joysticks Required 





